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A SHORT 


On the Game of 


Back - Gammon. 


CONTAINING, 


A Taznriz of the thirty-ſix] 
Chances, with Directions how 
to find out the Odds of beine 
hit, upon ſingle, or double 
Dice. 

Rules whereby a Beginner may, 


with due Attention to them, 


- attain playing it well. | 
The ſeveral Stages for carrying 
your Men home, in order to 


Joſe no Point. 


How to find out who is for- 
wardeſt to win a Hit. 
Caſes ſtated for Back- Games, 

with Directions how to play 
for one. 
Caſes ſtated, how to know when 
uy may have the better of 
ving a Gammon by running. 
Variety of Caſes of Curioſity 
and Inſtruction. 


The Laws of the Game. 
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A Short 
T RE AT IS E 
Back - Gammon. 


— — | ——ů— 


CHAP. 


Ecauſe it is neceſſary for a Learn- 
er to know, how many Points 
he ought to throw upon the two 
Dice, one throw with another ; we 


ſhall take the following Method to de- 


monſtrate it. 


Example. I wou'd know how many 
Chances there are upon two Dice ? 
The Anſwer is thirty-ſix, 
1 wou'd alſo know how many Points 


there are upon the thirty- fix Chances? 
* The 


fs] 


Points. 


2 Aces — 


2 Deuces 
2 Trois 


— — en. 


( ho 


2 Fours 
2 Fives 

3 
6 and 5 twice 
6 and 4 twice 
6 and 3. twice 
6 and 2 twice 
6 and 1 twice 
5 and 4 twice 


5 and 3 twice - 
5 and 2 twice 
5 and 1 twice 


4 and 3 twice 
4 and 2 twice 


4 and 1 twice 


3 and 2 twice 


3 and 1 twice 


2 and 1 twice 


6 


The Anſwer to which take as follows: 


294 divided by 36, ſolves the Queſtion : 
by which it appears, that one Throw 


with 


[3] 


„ wilh another, you may pc to throw 


} 8 upon. 2 Dice. 


I wou'd know how many Chances 


there are upon two Dice? 


The en is 36, which. are 5 


| follows: 


| 4 
2 Sixes — 
2 Fives — 5 
1 2 Fours — — 
2 Trois — 
2 Deuces — 
* 2 Aces — 


i 
* 


Slsss sss s 


6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
*6 and 1 twice 
5 and 4 twice 


*, , 
| 7 a 1 [1 
I : 


5 and-3 twice —.— 
5 and 2 twice — 
*5 and I twice — 
 ? 4 and 3 twice 17 ? 
. 41 and 2 twice * — 
4 and I twice po 
* J3and 2 twice — 
= *2 and 1 twice — 
22 and 1 twice — 
n 


do 
N 


Be- 


[4]. | 
Becauſe a Learner may be at a „ 
to find out by this Table of 36 Chances, 
what are the Odds of being hit, upon 
a certain, or flat Die, let him take the 
following Method. 7 
Example. To know the Odds of 
being hit upon an Ace? 
Look in the Table, where you will 
find thus * marked, 


r 


* Aces SN US 
*6 and 1 twice <= = 2 
*c and 1 twice 1 
* and 1 twiſe 2 s 
* 3 and 1 twice ß ðö 
* 2 and 1 . 1318 | 
Total 11 


Which deducted from 26 
The Remainder is 25 


By this Method it appears, that it is 

25 to II againſt hitting an Ace, upon 4 

a certain or flat Die. | 
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To explain further to a Learner how 
to make uſe of the Table of 36 Chances, 
when at a Loſs to find the Odds of be- 
ing hit upon any certain (or flat) Die, 
this ſecond Example is here added, to 
ſhew how to find by that Table the 
Odds of being hit upon a 6. 


2 Ses - 

2 Trois — — 
2 Deuces — 2 

6 and 5 twice - = - 
6 and 4 twice - 

6 and 3 twice = — 
6 and 2 twice — 

6 and 1 twice — 
5 and 1 twice „ 
4 and 2 twice =» - 


Which deducted from 


The Remainder is 


, — 
[IA lesss ses 


19 


469] 


By the foregoing Example it is evi- 
dent, that it is 19 to 17 againſt being 
hit upon a 6. 


The Odds ef 2 Love is about 5 to 2, 
unde „ is 2 1, 
and f 1 Lo § os ·˙ 


E : = 0% x 


I. 


F you play 3 up at Back-Gammon, 


your principal View, in the firſt 
place, is, either to ſecure your own, or 
your Adverſary's Cing. Point; when 


that is effected, you may play a puſhing 
Game, and endeavour to gammon your 


Adverſary. 


II. 


The next beſt Point (after you have 


gain'd your Cing. Point, is to make 


your Barr Point, thereby preventing 
your Adverſary's running with 2 Sixes. 


III. 


After you have proceeded thus far, 
you are, in the next place, to prefer 
the making your Cyarre Point in your 

CG on 
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E 
own Tables, rather than the Quatre 
Point out of them. 


V. 


Having gained theſe Points, you have 
a fair Chance to gammon your Adver- 


fary, if he is very forward: For, ſup- 


poſe his Tables are broke at home, it 
will be then your Intereſt to open your 
Barr Point, and to oblige him to come 
out of your Tables with a6; and hav- 
ing your Men ſpread, you not only may 
catch that Man which your Adverſary 
brings out of your Tables, but you will 
alſo have a Probability of taking up the 


Man left in your Tables, (upon ſuppo- 


ſition that he had two Men there.) And 
ſuppoſe he ſhould have a Blot at home, 
it will then be your Intereſt not to make 
up your 'Tables; becauſe, if he ſhould 
enter upon a Blot, which you are to- 
make for the purpoſe, you will have a 
Ty of getting a third Man; 

B 6 which, 


ll 
which, if accompliſh'd, will give you, 


at leaſt, 4 to 1 of the Gammon; where- 


as, if you have only two of his Men up, 
the Odds is in his favour that you do 
not gammon him. 


V. 


If you play for a Hit only, z or 2 
Men taken up of your Adverſary's, 
makes it ſurer than a greater Number, 
Provided that your Tables are made up, 


VI. 


DiIRECTIONs how fo carry your 


Men home. 


When you carry your Men home, in 


order to loſe no Point, you are to carry 
the moſt diſtant Man to your Adverſa- 
ry's Barr Point, that being the firſt Stage 
you are to place it on ; the next Stage is 
6 Points further, viz, in the Place where 
| "T 2 a 


Ty 


»v a FA LH 


1a 


your Adverſary's 5 Men are firſt placed 


out of his Tables; the next Stage is 
upon the fix Point in your Tables. 


This Method is to be purſued till all. 
your Men are brought home, except 2, 


when, by loſing a Point, you may often 
ſave your Gammon, by putting it in the 


Power of 2 Fives, or 2 Fours to faveit. 


VIE. 


If you play to win a Hit only, you are 
to endeavour to gain either your own or 
your Adverſary's Cinque Point; and if 
that fails, by your being hit by your 
Adverſary, and you find that he is for- 
warder than you, in that Caſe, you muſt 
throw more Men into his Tables. The 
manner of doing it is thus: Put a Man 
upon your Cinque or Barr Point, and if 
your Adverſary neglects to hit it, you 
may then gain a forward Game inſtead. 
of a back Game; but if he hits you, 
you muſt play for a back Game, and 

then 
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then the greater Number of Men which 
are taken up, makes your Game the 
better, becauſe you will, by that means, 
preſerve your Game at home; and you 
muſt then always endeavour to gain 


both your Adverſary's Ace and Trois 


Points, or his Ace and Deuce Points, 
and take Care to keep -3 Men upon 
his Ace Point, that, if you chance to 
hit him from thence, that Point may 
remain {till ſecure to you. 


VIII. 


At the Beginning of a Set do not play 
for a back Game; becauſe, by ſo doing, 


you would play to a great Diſadvantage, 


running the Riſk of a Gammon to win 
a ſingle Hit. 
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CHAP. III. 


DIRECTIONS. for playing ar 
ſetting out the 36 Chances of 
Dice, when you are 10 play 
for a Gammon, or for a ft le 

8 
I. 
WO Aces, to be play'd on your 


Cinq. Point, and Barr Point, for 
a Gammon, or 5 a Hit. 


| II. | 
TWO Sixes, to be play d on your Ad- 


verſary's Barr Point, and on your own 
Barr Point, for a Gammon, or for a Hit. 


IN. 


* Two Trois; two to be play'd on 
your Cinq. Point, and the othea two on 
your 


TBI. 
your Trois Point in your own Tables, 
for a Gammon only, 


IV. 
+ Two Deuces, to be play d on your 


Quatre Point in your own Tables, and 
two to be brought over from the five 
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for a Gammon only. 


V. 


4 Two F ours, to be brought over 
from the five Men placed in your Ad- 
verſary's Tables, and to be put upon the 
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Gammon only. 


VI. 


Two Fives, to be brought over from 
the five Men placed in your Adverſary's 
Tables, and to be put on the Trois Point 
in your own Tables, for a Gammon, or 
for a Hit. 
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Men placed in your Adverſary's Tables, 


Cinq. Point in your own Tables, for a 


UH CY trend 3; 
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VII. 


Size Ace, you are to take your Barr 
Point, for a Gammon, or for a Hit. 


VIII. 


Size Deuce, a Man to be brought 
from the five Men placed in your Ad- 
verſary's Tables, and to be placed on 
tae Cinq. Point in your own Tables, 
for a Gammon, or for a Hit, 


IX, 


Six and Three, a Man to be brought 
from your Adverſary's Ace Point, as far 
as he will go, for a Gammon, or for 


a Hit, 


X. 


Six and Four, a Man to be brought 
from your Adverſary's Ace Point, as 
far as he will go, for a Gammon, or 


for a Hit. XI. 


18 
XI. 


Six and Five, a Man to be carried 


from your Adverſary's Ace Point, as fr 
as he can go, for a Gammon, or for a 


Hit, 


XII. 


Cinq. and Quatre, a Man to be car- 
ry'd from your Adverſary's Ace Point, 
as far as he can go, for a Gammon, or 
for a Hit. 


XIII. 


Cin. Trois, to make the Trois point 
in your own Tables, for a Gammon, or 


for a Hit. 
KEV. 


Cinq. Deuce, to play two Men from 
the 5 placed in your Adverfary's Tables, 
for a Gammon, or for a Hit, 


Xv. 


* * — 2 Ley ODT 5 W A Fo, 
FFC ag 

l W Wr r 3 

ee N 


/ 4 * 
Ye 
1 * 
74 3 

e 
. 
Bus 
d 
. 
* 
* 
4 


4 webs ea Ges * . | 20 5 28 8 
e FFF 
e ee N , N 


A 
e 


Po 
Br 


it 
＋ 


6 8 GR 5 3 2 
3 2 J ͤ RG be tg e ME BEL os 8 8 
F 5 n N 
FP 3 

0 9 SY 1 > 2 9 


J re Ids 20 Se” Ws 3 + 8 
77 CCC 


4 — 
. "> + * 
SSS PS MERIF 2 MLA LRN ONT Foc p04 
J T ge ors hb {g 
< I IE ih BCE WR eee 


* ” 
EP i oe $0 Sf 


ES 


[ 19 ] 
xv. 


* Cinq. Ace, to bring one Man from 
the five placed in your Adverſary's 
Tables for the Cinq. and to play one 


Man down on your Cinq. Point in your 


own Tables for the Ace, for a Gammon 


only. 
XVI. 
Quatre Trois, two Men to be brought 


from the five plac'd in your Adverfary's 
Tables, for a Gammon, or for a Hit. 


XVII. 
Quatre Deuce, to make the Quatre 
Point in your own Tables, for a Gam- 


mon, or for a Hit. 


XVIII. 


＋ Quatre Ace, to play a Man from 
the 5 placed in your Adverſary's Tables 


for the Quatre, and for the Ace, to play 
a Man 


* 


Gammon only. 


1 


a Man down upon the Cinq. Point in 
your own Tables, for a Gammon only. 


9 


Trois Deuce, two Men to be brought 


from the five placed in your Adverfary” 8 


Tables, for a Gammon only. 


XX. 


Trois Ace, to make the Cing. Point 
in your own Tables, for a Gammon, or 


for a Hit. 


XXII. 


Deuce Ace, to play one Man from 
the five Men placed in your Adverſa- 


ry's Tables for the Deuce; and for the _ 


Ace, to play a Man down upon the 
Cing. Point in your own Tables, for a 


CHAP. 


at 


a | 


10 


1e 


1 
** 
* x 
2 
J* 

* 
. 
125 
0 

FA 
WJ 
5 * 
4 
I op 
7 


1211 
n AP IV 


DinzcTION how to play the 


. Chances that are mark'd thus 
() when you are only to play 


for a Fit.” 
I, 


* Wo Trois, two of them are to 


| beplay'd on your Cinq. Point 
in your own Tables, and with the other 
two you are to take the Quatre Point in 
your Adverſary's Tables. 


II. 


+ Two Deuces, two of them are to 
be play'd on your Quatre Point in your 
own Tables, and with the other two 


you are to take the Trois Point in your 
Adverſary's Tables, 


The 


122! 
The two foregoing Caſes are to be 


play d in this manner, for this Reaſon, 
viz. That thereby you avoid being ſhut 
up in your Adverſary's Tables, and 
have the . Chance of throwing high 
Doublets to win the Hit. 


III. 


* Two Fours, two of them are to 
take your Adverſary's Cinq. Point in his 
Tables; and for the other two, two 
Men are to be brought from the five 
placed in your Adverſary's Tables. 

a9 E. 

1. * Cinq. Ace, play the Cinq. from 

the five Men placed in your Adverſary's 


Tables, and play the Ace from _ 
aaa s Ace Point. 


V. 


2, * Quatre Ace, play the Quatre 
from the five Men placed in your Ad- 
I : verſary's 
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; verſary's Tables, and play the Ace from 
the Men on your Adverſary's Ace Point. 


VI. 
1 Deuce Ace, play the Deuce 


om the five Men placed in your Ad- 


Fare s Tables, and play the Ace from 


an Adverſary's Ace Point, 


J 


N. B. The three laſt Chances are 


3 play'd in this manner, for the following 


Reaſon: By laying an Ace down in 
your Adverſary's Tables, you have a 
Probability of throwing, Deuce Ace, 


Trois Deuce, Quatre Trois, or Size 
1 Cinq. in two or three Throws ; in any 
of which Caſes you are to take a Point, 
4 which gives you vaftly the better of the 


; * 


You may obſerve, by the Den 
given in this Chapter, that you are to 
| Play 9 Chances out of the 36 in a diffe- 


rent 


[24] J 
rent manner for a ſingle Hit, to what | 
you would do when playing for a 1 
Gammon. 1 


In this, and the foregoing Chapter, 
plain Directions are given, how, at ſet- 
ting out to play all the Chances on the 
Dice, either for a Gammon, or a ſingle 
Hit; but it is impoſſible to give full In- 8 
ſtructions for the whole Progreſs of the 
Game ; all that can be done towards | 
helping a Learner, is to communicate 
ſome Obſervations, Hints and Cautions, | a 
which, if attended to, may be of uſe} 
to him. 
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/ L TOY MOT inne 
V the Directions £ given to play for 
a Gammon, you are voluntarily 
to make ſome Blots, the Odds being in 
your Favour, that they are not hit; 
but, ſhould it ſo happen, that any Blot 
is hit, as in this Caſe you will have three 
Men in your Adverſary's Tables, you 
muſt then endeavour to ſecure your Ad- 
verſary's Cinque, Quatre, or Trois 
Point, to prevent a Gammon, and muſt 
be very cautious how you ſuffer your 
4 AO to-take UP, a fourth Man, 
3 1 
I Take care not to crowd your Game 
ĩat any time, if poſſible. What is meant 
AP. FH C by 


6 26 
by crowding a Game, i is the putting ma- 
ny Men either upon your Trois or Deuce 
Point in your own Tables; which is, in 
effect, loſing of thoſe Men, not having 
them in Play. Beſides, by crowding 
your Game, to attempt to ſave a Gam- 
mon, you are often gammoned; be- 
cauſe, when your Adverſary finds your 
Game open, by being crowded in your 
own Tables, he may then play his Game 


as he thinks fit, 
8 
By Recourſe had to the Calculations, 
you may know what are the Odds of 
your entering a ſingle Man upon any 


certain Number of Points, and by that 
woe you may play your Game accord- 


angly. 
8 


if you ate obliged to leave a Blot, by 


Recourſe had to the Calculations for ' 
hitting 
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127 
hitting it, you will find the Chances for 


and againſt you; and conſequentiy you 
will be enabled to judge how to play 
your Game to the greateſt- Advantage. 


You will alſo find, by the Calcula. 
tions, the Odds for and againſt you upon 


being hit by double Dice, and conſe- 


quently you will have it in your Power 
to chuſe ſuch a Method of Play as is moſt 
to your Advantage. 


If it is neceſſary to make a Run i in or- 


der to win a Hit, and you would know 
to a Point which is forwardeſt, your 


r or you, take the a 
Method. 


Begin with reckoning how many 
Points you muſt have to bring home to 
your Size Point, in your own Tables, the 

C 2 Man 
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Man that is at the greateſt Diſtance 
from it, and do the like by every other 
Man that is abroad; when the Numbers 
of thoſe Abſentees are ſummed up, add 
to them the following Numbers for 
thoſe already in your own Tables (ſup- 
poſing the Men that were abroad as on 
vour Size Point for bearing) namely, 
ſix for every Man on the Size Point, five 
for every Man on the Cinque Point, 
four for every Man on the Quatre Point, 
three for every Man on the Trois Point, 
two for every Man on the Deuce Point, 
,and one for every Man on your Ace 
Point. Do the like to your Adverſary's 
Game, and then you will know which 
of you is. forwardeſt, and likelieſt to 
win the Hi it. N 


CHAP. 


N 


CHAP, vi. 


Obſervations and Di/eftians for 
a Learner that has made ſome 


| Progeſs at Back-Gammor ; 
Particular Directious for 
bearing rhetr Men. 
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F your Ader hi is KENT a6 
J you, never play a Man from your 
Quatre, Trois, or Deuce Points, in order 
to. bear that Man from the Point where 
you put it, becauſe that nothing but 
high Doublets can give you any Chance 
for the Hit ; therefore, inſtead of play- 
ing an Ace or a Deuce from any of the 
aforeſaid Points, always play them from 
your Size or higheſt Point, by which 
means you will find, that throwing two 
Fives, or two Fours, will, upon having 

& 1 eaſe 


1301 5 
eaſed your Size and Cinque Points, be 
of great Advantage to you; whereas, 
had your Size Point remained loaded, 
you mult, perhaps, be obliged to play 
at SOUR Whole Fives, and thoſe F Ours. 


„ you have 4 up two of 
your Adverſary's Men, and that you 
happen to have two, three, or more 
Points made in your own Tables, never | 
fail ſpreading your Men, in order either 
to take a new Point in your. Tables, or 
to be ready to hit the Man your Adver- 

fary may happen to enter. As ſoon as 
he enters one of his Men, Jou. are to 
compare his Game with your's; and if 
you find your Game equal to his, or 
better, never fail taking his Man up, if 
you can, becauſe it is 25 to 11 againſt 
his biting you; which Chance, being 
o much in your Favour, you ought al- 
ways to run that Riſk, WO Ou have 


already | two N his Men up. 
There 


£1 


— 


it Zi . 
4 {146 TTY 77 


There is is pak mins to this is Rake 
bun if you phy for a fingle Hit only, 
and that your playing that Throw other- 
wiſe, gives you a better Chance for the 
Hit, you ought not to take up that 
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„eder be deter frech ade pan 
oti Man of your” Afverſary's,” By'the 
Apprehenſion of his hitting you with 
double Dice, becauſe the falteſt Proba- 
bility your Adverſary has of hitting Jou. 


is fave to one . 2 him. 


If you ſhould happen to have five 
Points in your Tables, and to have taken 
up one of your Adverfary* s Men, and 
ate obliged to leave a Blot out of your 
Tables, take care, if i it is in your. Power, 
t to leave it upon Poublets, than 
C4 any 


o 
—— —-—— dE ee 


[ 82] 
any other Chance, becauſe Doublets 
are 3 5 to 1 againſt bis hitting you; and 
bi other Chance is 0 och to l 8 
un. non 
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Two 5 ons Adverſaty! 8 Men! in your 
Tables are better for a Hit, than any 
greater Number, provided your Game 


or more Men in your Tables, gives him 


more Chances to hit you, ee . he had 
wy nen in "00085 POST alduob 


EE TY: 
"TE SE 


If you are to leave a Blot, upon your 
entering of a Man in your Adverſary's 
Tables, or other wiſe, and have it in 


you pleaſe, always hooks that. which, is 


the moſt diſadvantageous to him. To 
illuſtrate this by an Example, let us 


MS: it is his Intereſt to hit you or 
take 


_ 


2 = * * 


* 
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take you up as ſoon as you enter, in 
that Caſe you are to leave the Blot up- 
on his loweſt Point; that is to ſay, upon 
his Deuce Point, rather than upon his 
Trois Point, or upon his Trois Point 
preferably to his quatre Point, or upon 
his quatre Point preferable to his Cinque 
Point, becauſe, (as has been mentioned 
before) all the Men your Adverſary plays 
upon his Trois, or his Deuce Points, are 
deemed as loſt, being in a great Meaſure 
out of Play, thoſe Men not having it in 


their Power to make his Cinque Point, 
and conſequentlyhis Game will be crowd- | 
ed there, and open elſewhere, whereby 
you will be able alſo much to annoy him, 


„ "Rte: 
To prevent your rr from bear- 


ing his Men to the greateſt Advantage 


when you are running to ſave your 
Gammon ; as, for inſtance, ſuppoſe you 
ſhould have two Men upon his Ace 


Point, and ſeveral other Men abroad, 


C5: | the 


5 tm) 

tho you ſhould loſe one Point or two 
in putting your Men into your Tables, 
yet it is your Intereſt to leave a Man 
upon your Adverſaty's Ace Point, which 
will have this Conſequence, that it will 
prevent his bearing his Men to his greateſt 
Advantage, and will alſo give you the 
Chance of his making a Blot, which you 
may chance to hit. But if, upon a Cal- 
culation, you find that you have a Throw, 
or a Probability of ſaving your Gan 
mon, never wait for a Blot, becauſe the 
Odds are greatly againſt hitting it. 
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AY vn 


| Cale, put by way of Enamples, t 
| ſhew how to calculate the Odlo 
, ſaving or winning a Gam. 
AUppoſe. your - Tables a are made up, 
and that you have taken up one of 
your Adverſary's. Men; and ſuppoſe 
your Adyerſary has ſo many Men abroad 


as require three Throws to put them in 
his Tables. 


Query, Whether you have the better 
of a Gammon, ot not? | 


Anſwer, It is about an. equal Wager 
that are him. 


Becauſe, in all Probability, vou will 
have bore two Men before you open 
C6 your 


1 361 
your- Tables, and when you bear the 
third Man, vou! will be obliged to open 
your Size or Cinque Point, in that Caſe 
it is probable;that your Adverſary muſt 
take two Throws before he enters his 
Man in your. Tables, and two Throws 
more before he puts that Man into his 
own Tables, and three Throws: more to 
put into his own Tables the Men which 


he has abroad, which i in all make ſeven 


Throws: And as you have twelve Men 
to bear, which probably will take ſeven 
Throws in bearing, becauſe you may 

twice be obliged to make an Ace, or a 


Deuce, before you can bear all your Men. 


N. B. No mention is made of Doublets 


of either ſide, that Event being dual to 


each Party. 


— 


The foregoing Calp, * duly at- 
| tended to, ſhews it is in your Power to 
calculate very nearly the Odds of faving or 
winningaGammonupon moſt Occaſions. 
Suppoſe 
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i dw; 1 jeſt Po n 
each of his five higheſt Points. 
RUST SCE40.T913T0 91+ VHRTIY 2v. 


his gammoning me, or not. 


* 


IF 


Anſwer, © © Points, 

For his bearing 3 Men from his 6 Point, is 18 
- | \ . from his 5 Point, IS 
from his 4 Point, 12 
from his 3 Point, 9g 

from his 2 Point, 456 


To bring my 3 Men from my 
Adverſary's Ace Point, to my 
Size Point in my Tables, be- 

ing for each 18 Points, make 


Ihe Remainder i- 6 


14 1 
6 . * * 1 9 4 
23 a. 42240 3 is s $7. 
1 
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And as beſides the fix Points in your 
Favour, there is a further Conſideration 
to be added for you, which is, that your 

Adverſary may make one or two Blots. 

in bearing, as is frequently the Caſe: 

You ſee by this Calculation, that you 

have 4 the better of the Probability 

of laving your Gammon. 


NB. This Caſe | is appoſed n an 
Equality of throwing. 


Suppoſe I leave two Blots,. either of 
which' cannot be hit, but by double 
Dice, to hit the one the Caſt muſt be 
eight, and to hit the other it muſt be 
nine, by which means my Adverſary has | 
only one Dye to hit Either of ew. 


: © Query, What are the Odds of his 
mug either of thoſe Blots ? | 


Anſwer, | 


+ rat SC. | 


| Anf er. * 1 i 
The Chances on two Dae in al, 36 


6 and 2 twice, 2 
T he Chances \ 5 and 3 twice, Wy 2 
to hit 8 are, }2 Deuces, - 1 


8 — „ 11 
2 


The Chances e : 2 1 4 
* | 4 h 9 „ 5 7 
is © es ee 

Total Chances for hitting, - 0 


Remain Chances for not n 25 


2 


80 that it is 25 to 11 rigs he with not 
hit either ry E Blots. ee | 


f 708 IV. - 
To give another Example, let us ſup- 
poſe that I leave two other Blots than 


the former, Wen cannot be hit but by 
double 


[ 40 b 
double Dice, the one muſt be hit by 
| eight, and the other by ſeven; - | 


Query, W hat are the Odds Fan my 4. 
Advertry 8 e either of theſe Blots: * | 0; 


eee ye 
Auſuer. he 3-10: T 
The Chances on two Dice are in all, 3 6 7 
. v — 2 
y 6 2 0 2 any = 2 [ 
The Chances 5 and 3 twic 2 7 
to hit 8 are, ) two Fours, - = 1 8. 
two Deuces, — 1 
The Chances { © and 1 twice, = 2 
5 and 2 twice, 2 
to hit 7 are; 
: (4 and 3 tw ice, 8 2 _ 


Total Chances for hitting, 12 | a 


— — 


Remain Chances for not hitting, 24. 


I Therefore it is two to one, that I am 1 
not hit. 11 ble 85 


F he 
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The like Method is to be taksn 


with three, four, or five Blots upon 
double Dice; or with Blots made upon 
double and ſidgle Diceat, the ſame time; 3 
you are then only to find out (by the 
Table of 36 Chances) how many there 
are to hit. any of thoſe Blots, and add 
all together i in one Sum, which ſubſtract 
from the Number 36, which is the 


whole of the Chances upon two Dice: 
80 doing reſolves any Queſtion required, | 


\ V. 


The following Gaſes e are to o ee a 
way of calculating, which may be call d 

a mechanical way of ſolving. of Q 
tions of the like Nature. 


nd would know * are the Odds of 


throwing 7 twice, before 10 once? 
8998 ine 7 


A ——ñ2 Ä˖—·'e 


: 1 Anſwer, 


Tun } 
 Anfeier./ 


It is 5 0 4 chat 10 is ; thrown. once 
pete 7 is thrown twice, "which i Is de- 
monſtrated, as follows: e 


80 fPoſe the Stake g is nine 


Pounds, my firſt Throw entitles me to 
have one third Part of that Money, be- 


cauſe 7 has fix Chances for it, and 1 9 


has but three Chances, and therefore it 


is two to one, oe 

1 0 .< | 4. 4 

For the firſt Throw - 390 

Having taken 8 J out 05 "ing 9 7% | 

ra 25 firſt Throw, the Re- Sat 
mainder is 67. out of which * 
third Part is to be taken for the 


ſecond Throw, We ͤ q o 


i 7 " 4 | i : ; [3 { 
ee DOOR The Total is, 500 
9. l 70 Remains, 400 


8 The. whole Stake is, 9 o o 


e — ͤ — 


VI. 
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VI. 


L. woall 3 whac: are the: Odds of 
entering a Man upon _ certain Point 
in two Throws * * 16968 


fer 20 
Spi 36 "Shillings is the Whole 


Stake depending, 1 weuld know what 


is my Share of that Stake, baving lay d 

18 Shillings that I enter in two Throws ? 
By the Calculations in the Table of 36 
Chances, it is found that I have 11 
Chances out of the 36 for entering the 


| firſt Throw, for lich therefore I am 


entitled to I 1 ont of the 36 Sbillings. 
1 1 no tar od: nt” 
The Stake is, 5 1 36 o 
For the firſt I - 2110 


Remains, - 25 © 


The 


(441 


The Remainder, being, 2 5 Shil- 
lings, is to be Aivided _— 
equal Parts, of which I am enn 
- titled to eleven of thoſe Parts, | 
which make 7 s. 7 d. = for the 17 5 
ſecond Throw 7 71 


Adding this to the other 11 Shil- 
lings, makes wy Share of the 


Stake to be, OP 1 4 
Then r kee J Share will 
be g - a * 2 17 4: x 


Total of the Stake. E 0 


* 


1 


34 \/Therefore it is every nay 15 to 14 in 
favour of entering a Man upon any cer- 
tain Point in two. Throws, - 


I; 
V4 


. 1 | n 1 Foy 


0 
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"CHAP. vn. 


Critical Cues for a Buckgone 


ET us fu wry 4 5 the For ore- 
game, and that all his Men are 
placed in the uſual manner. 975 


x * 


For B's Game. let us ſuppoſe, 4 
14 of his Men are placed upon his Ad- 
verſary's Ace Point, and one Man upon 


his Adverſary s Deuce Point, a nt 
B. is to throw. 


Query, Which 5 is likelieſt to 


win the Hit? 


Anſwer, A's is the beſt by Gold to 
Silver, or 21 for, to 20 againſt ; be- 
cauſe, if B. miſſes an Ace to take his 
Adverſary's Deuce Point, which is 25 

_t6 


L/ 46] 
to 11 againſt him, A. is, in that Caſe, 
to take up B's Men in his Tables, ei- 
= ſingly, or to make Points; and if 


B. ſecures either 2's Deuce or Trois 


Point, in that Caſe, A. is to lay as ma- 


ny Men down as poſſible, in Serb to 
be hit, that M he ho BEE. TEK 


9 


When you de freley well ed in 


the Game of Back-gammon, by prac- 


tiſing this Back-game, you will become | 


a greater Proficient in the Game than 
by anyother Method, becauſe it clearly 
demonſtrates the whole Power of the 


Back-game. 


Let us ſuppoſe A to have five Men 
placed upon his Size Point, five Men 
upon his Quatre Point, and five Men 
upon his Deuce Point, all in his owa | 
Tables. | | 


And 


47 ] 


And let us ſuppoſe B. to have three 
Men placed upon As Ace Point, three 
Men upon Ts Trois Point, 2d three 


Men upon A's Cinque Point; let B. al- 


ſo have three Men upon his Size Point 


in his own Tables, and three Men plac d 


out of his Tables, in n the uſual 1 manner. 


Query, Who has the better of the 
Hit ? f 


Anſwer, Te is an equal Game : "bot 


to play it critically, the Difficulty lies 


upon B. who is in the firſt place to en- 
deavour to gain his Cinque and Quatre 
Points in his own Tables, and when 
that is effected, he is to play two Men 
from A's Cinque Point, in order to 
oblige his Adverſary to blot, by throw- 
ing an Ace, which if B hits, he will 


have the faireſt men of es 


the * 


11 
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u. Back-game. 


1 A has three Men 1500 B's 
Ace Point, and three Men upon B's 
Deuce Point, alſo three Men upon | his 
Size Point i in his own Tables, and three 
Men upon his uſual Point out of his 
Tables, and three Men where his five 
Men are uſually placed in his Adverſa- 
17 8 Tables. Then $5 


O 
r * 
2 


ww Fo 


And let us ſuppoſe B. has his, Men 
placed i in the ſame manner, both! in his 
own and his Adverfary's - Tables, with 


this Difference only, viz. inſtead of | 


having three Men put upon A's Deuce 
Point, let him have three Men upon 
Hs Trois Point. ä 


Query, Who has ths beſt of the Hit? 


Anſwer, A. becauſe. the Ace ani 
Trois Point are not ſo good for a Hit, 
as s the Ace and Deuce Points in your | 
IE Adverſary's 


As , IJ & « 


Pl 


JJ A =O 
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 Adverſary's Tables for this Reaſon, be- 
cauſe when you are beating your Meny 
you have the Dence Point in your own 
Tables to play your Men upon, which 
often prevents your makinga Blot, which 
muſt happen otherwiſe to your Adver- 
fary ; and take care to lay down Men to 
be hit as often as you can, in order to 
keep your Game backward, and for the 
fame Reaſon avoid hitting any "Wojp 
which your Adverſary . 


e 
| Ar @ Caſe of Curiofty and Inflruce 


| 4100. 


Let us ſuppoſe A. has his 15 Men up- 
on B's Ace Point, B. is ſuppoſed to have 
his Barr Point, alſo his Size, Cinque, 


| Quatre, and Trois Points in his own 


Tables. 


5 Saws; 


| Tv] 


3 How many Throws is 4 like- 


ly to. take to bring bis 15 Men i into his 
on — ables, « and to bear them? 


3 Anbeuer, | "Wha may undertake to 95 it 
in ſexenty-fiye Throws. | SB : * 5 


It is Odds i m 4's Fear that h 
ert Ace in two Throws; 3 it is al- 
10 Odds in A's Favour that he throws a 
Six in two Throws; when theſe Events 

happen, A. has a Probability of not 
wanting above two or three "Throws to 
play, till he has got all his fifteen Men 
Into his own Tables: Therefore, by a 
former 'Rule laid down to bring your 
Men home, and alſo for bearing your 
Men, you may be able to find out the 
Probability. of the Number of Throws 


required. Note, B. ſtands fall, and 
does not play. 


| — Caſe of Curio ity and tuft on. 


x — 
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Where A. and B. ſhall play as faſt as 
P and yet A. ſhall make A) Hit 


lat, r for r Hours. 


We will e B. to * © 13 
Men, and that A. CAT ho 
PT; Aves, a 


CT 


And let 1 ns . that A. bas his 1 15 


Men in B's Tables, viz. three Men 
upon his Size Point, three upon his 


Cinque Point, three upon his Quatre 
Point, three upon his Trois Point, two 


upon his Deuce Point, ane one Mm 


Ace Point. 


32 


The Method which A. is to take, is 
this: Let him bring his 15 Men home, 
by always ſeeuring. fix-cloſe Points, till 
B. has enter d his two Men, and brought 

D them 


L 52 ] 
them upon any certain Point ; as ſoon as 
B: has gain'd that Point, 4. muſt open 
an Ace, Deuce, or Trois, or all three; 
which effected, B. hits one of them, and 


fs taking, care to have two or three 


Men in B's Tables, is ready to hit that 
Man; and alſo, he being aſſured of ta- 
king up the other Man, has it in his 
Power to prolong the Hit to almoſt any 
Length, provided he takes Care not to 


open ſuch Points, as two Fours, two 
Fives, or two Sixes, but always to open 


the Ace, en m b 962 an B. 
. * 44 . 119 C 


N RES © 20 p . wet ; 7 # 4; £47 28 . 

I would know whatare the Odds up- 
on two Dice, for r eee Sixes, 
two Fives, or two Fours, in three 


"Throws? which, by mechanical Cal- 
afin. jay be found ys: 2 


1 Meter; Suppoſing 36 1 to Fl 
. Stake depending, the Thrower 
ol . will 


[83] 


will, be entitledi to have for his firſt 


Thron, 31 
which deducted out of 36, re- 


mains 33; which divided again 
into 36 Parts, make ſo many 


eleven Pence, out of which the 


Thrower is to OO for bends: 5. d. 


nee „ an 20a 


1 


mt The Reminder, 30 > Shilling: 
and 3 Pence, is again to be ding. 


ae 


„„ 


into 36 Parts; dividing the 30 . 


ſo, make ſo ma, 


Ten- pence, if vs . 


the 3 Pence divided into ſo many» 


Parts, make ſo many Thirds of 


Farthings, of which the Thrower 
is to have 3 Parts for his Share. 


oy his third Throw AP, 0 
Total for the Thrower, | 


2 6x 


831 


ids that it is 27 f. 8 4. 4 to 8 . 34 
againſt the Thrower ;. which reduced 
into the ſmalleſt N utnber, 18 very near- 


D:3 


„ I 2, 
. 


ly 


" 3 
ly as 10 to 3, chat 2 Sixes, 2 Fives, or 
2 Fours, are not thrown in 3 Throws. 


, 
| BACK-GAME. . 


W A. to have : 2 Men 1 his 
Size Point i in his own Tables, 3 Men up- 
on his uſual Point out of his Tables, a 
Men upon the Point where his « 5 Men 
are | uſually placed in his Adverfary't 
Tables, 5 9 8 upon his Adverſary c 
Ace Point, and 3 Men E his Adver- 


fary's Quatre Point. e pg 14 


[#4 7 * ©. 


And Jet us appel B. 0er 2 Men 
upon his Size Point in His own Tables, 
z Men upon his uſual Point out of his 


Tables, 2 Men upon the Point where 
his 5 Men are uſually placed in his Ad- 


verſary's Tables, 5 Men upon his Ad- 
 verſary's Ace Point, and 3 Men och 8 
Adverlary 5 Trois Point. 


Very. 
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Query Who has the faireſt S 
to win the Hit? ; 


Anſwer, A. has, becauſe be; 1s to * 
either an Ace, or a Deuce from his Ad- 


verſary's Ace Point, in order to make 


both thoſe Points as Occaſion offers, and 


having the Quatre Point in his Adver- 


fary's Tables, he may more eafily bring 
thoſe Men. away, if he finds it neceſ- 
fary, and he will alſo have a reſting 
Place by the Conveniency of that Point, 
which at all times in the Game will give 

him an Opportunity of running for the 
Hit, or ſtaying, if he thinks proper. 
Whereas B. cannot ſo readily come 


from the Trois Point in his We 8 
Wu 


5. * 1 
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4-4 their rag; r arng man- 
ner for 4 Hit. 
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Ae A. to hive: 3 Men upon bis 
Size Point in his on Tables, 3 Men 
upon the uſual Point out of his Tables, 
and 9 Men upon his Adverſary's Ace, 
— and Trois Points, 3 Men to be 
placed upon each Point; and ſuppoſe 
B's Men to be placed in his on, and in 
his Adverſary's Tables, ings _ ore 

man e 


The Reſult is, that the beſt he 
ought to win the Hit; and the Dice are 
to be thrown for, the Situation being 
perfectly equal in 4 s and B's Game. 


| If A throws firſt, let him endeavour 
to- gain- bis Adverſury” s Cinque Point; 
1 when 
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L 5 
when: that is. effected, tet hint lay as 
many Blots as poſſible, ta tempt B. to 
hit him; for every time that B. hits 
them will be 1 in Hs Favour, becauſe it 
puts him b pack ward, and let A. take up 
none of Bs Men for the fame Reaſon; ' 


A. is always to endeavour to take 
Care to have three Men upon each of 
his Adverſary's Ace and Deuce Points; 
becauſe. When B. makes a Blot, thoſe 
Points will remain ſecure, and by Re- 
courſe had to a former Eaſe: (Numb. V. 
in the former Chapter) when - A. bas 
bore 55, 6, or more Men, yet A. may 
ſecure 6 cloſe Points out of his Tables, 
in order to prevent B. from getting his 
Man home, and by Recourſe had tothe 
Ealculatiqns,. he may caſily nd out (in 
caſe he makes up his Tables) who. has 
the better of the Hit; and if he finds 
that B. is forwardeſt, he is then to en- 
deavour to lay ſuch Blats ta be taken 
vp. by his Adverſary, as may give him a 
Chance 


. T1 
Chance for taking up another Man, in 
caſe B. * ha ee 2 Blot at 
hoube. 512115 ab 25.455 n oY 10 12 Ai . 
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" 2 and B. play at eee 
A. has bore 13 Men and has 2 Men to 
bear upon his Deuce Point, B. has 13 
Men in his own Tables with 2 Men 
to enter. B. is to throw. And to name 
the Throws both for himſelf and A, 
but not to hit a Blot of either Side. 
Query, what Throws is B. to name 


for both nn in nn to > fave his 
Gammon = 8 


A B. iſ for himſelf 2 Nane 
which enters his 2 Men upon 4's Ace 
Point. B. alſo calls 2 Aces for A. and 

con- 
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conſequently: A. cannot either bear 2 
Man nor play one; then B. calls for 
2 Sixes for himſelf, and carries one Man 
home upon his Size Point in his own 
Tables; and the other he places upon 
his Adverfary's Barr Point: F. alſo 
calls Size-Ace for A. ſo that A has one 
Man left to bear, and then B. calls for 
_ himfelf either 2 Sixes, 2 Fi ives, or 2 
Fours, any of which bear a Man, in 
Caſe he has Men in his own Tables 
upon thoſe Points, and fo faves his Gam- 
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Suppoſe hs 158 yours nag your rad. 
N 8 Tables are made u . 


f Alſo 


S 7 In Anale 
2 * Beg Jou. haye,, = "Man to. carry 

but that he has 2 Men on your 
Barr n to carry home, which ein 


you paſs how: vou are to win the Hit. 

Suppoſe alſo that you. have it in your. 

Choice to run the Riſk of being hit, by 

7, or by 8, both of which are Chances 
upon double Dice, 


ark, Which of theſe Chica is it 


beſt for you to. venture A 


1 4 WS. * 
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er that of 72 * the flowing 
Reaſans: Firſt, becauſe that the Chances 
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Secondly, if by does: not hit 7, you 
will then have in your Favour | 23 
Chances ta-13, that by your next Throw 

15 either bit him e r him. 


 Thirdiy, in oaks your ſecond T kirizve 
Gould happen. ta be under 7, and that. 


con- 


e | 
conſequently you cannot I yet youb 
may play that Caſt at home, and eon« 


Were ee the Bloe n * 
Dice. oh 
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771 1 R 


Whereas if on * — you wind 

made Choice of leaving the Blot upon 8, 

vou would have made a bad, Choice, for a 
the Reaſons following: 


Fir, Becauſe the Chances for being 
kit by 7. or by 8, ee e 


Secondly, "WES if, you. ſhoult e 
the being hit by 8, yet you would then 
have but 17 Chances i in your favour, a- 
gainſt 19 for either hitting him, or paſ- 
n beyond. him. = your next Throw. 


7 hirdly, In caſe your nd Throw 
ſhould happen to be Size-Ace, which is 
ſhort of him, you would then be oblig'd 
to play the Man that is. out of your 
Tables, not being able to play the fix at 
home, and conſequently to leave a Blot 
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1. F you. 8 3 2 — 
De Point, that Man muſt be play- 
ed; Abe ſame muſt banane 15 2 2 
are taken from it. 


241 a 4 _— 


24, You arc not underſtood to have 
play'd any Man, till you have placed 
him upon a Point and ite him. 


34, If yo play. AY 14 Men only, 


there is no Penalty attending it, becauſe 
by playing with a leſſer Number than 


you are entitled to, you play to a Diſad- 


vantage, by not having the additional 
Man to make up your Tables. 


4th, If you bear any Number of Men, 
before you entered a Man taken up, and 
which conſequently you was obliged to 
enter, 08 Men, ſo born, 'muſt be en- 
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The FourTH EpiTioN of | 


_ Short T EAT ISB on the Game of 
WH IS T; (as play'd at Court, White's. 
and George's Chocolate. houſes ; at Slaughter's, 
and the Crown Coffee-houſes, Sc. Cc.) 


_ Containing the Laws of the Game, and alſo ſome 
| Rules, whereby a Beginner may, with due At- 
tention to them, attain to the Playing it well. 


Calculations for thoſe who will Bet the on 
any Point of the Score of the Game then play- 
ing and depending. 


Caſes ſtated, to ſnew what may be effected by 
a very good Player in Cate Parts of the 

Same. 

References to Caſes, viz. at the End of the Rule 
how you are directed to find them. 


Calculations, directing with moral Certainty, how 
to play well any Hand or Game, by ſhewing 
the Chances of your Partner's having 1, 2, or 
3 Certain Cards. 


| With Variety of Caſes added in the At 


By Edmond HovyLs, Gent. 


To 


To the REA DER. 


| 7 * E Author of the above Treatiſe gives Notice, 

Fat he bas reduced the Price of it, that it max 
not be werth any Perſon's while to Purchaſe the 
Pirated Editions which have been obtruded upon the 
Wirld, which are extreamly incorrect; and that he 
Twill not undertake to explain any Caſe but in ſuch 
Copies as have bein ſet forth by himſelf,» or that are 
authori sd as Revis d and Corrected under his own 
Hand. | - 
Several Purchaſers of the former Editions having 
Been entirely at a loſs how to apply the Galculations, 
were obliged to have recourſe to the Author to explain 
them, which was both troubleſome and expenſive; in 
this Edition, he has explained the Uſe of them, and 
ber alſo given the Signification of the Technical 

r | 


N. B. At the particular Deſire of ſeveral Perſons of 
Quality, The LAWS of the GAME are 
printed en a fine Imperial Paper, proper to be 
| © Framed, or made Screens of, that the Players may 
have them before them to refer to, if any Diſpute 
 . ſhould ariſe. Price 28, 6d. 


| BZ Whoever pirates either of theſe Works will 
be ſued. The Proprietor has already obtained 
an Injunction againſt Nine Perſons for pirat- 
ing or ſelling pirated Editions of one of them. 
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